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□ YES! SEND ME 24 ISSUES OVER 2 YEARS - 

Plus my FREE Player's Guide. For just $30 V.S.I 
$44.94 Canadian Funds (includes 7% GST).* 

□ YES! SEND ME 12 ISSUES OVER 1 YEAR - 

Plus my FREE Player’s Guide. For just $15 V.S.I 
$22.47Canadian Funds (includes 7% GST).* 


I00SE YOUR PLAYER’S * (check one) 

□ NES Game Atlas(509) □ Game Boy (510) 

□ Mario Mania (511) □ Super NES (512) 
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PUNISH 
YOUR 
FATHER 
WHEN HE 
GETS HOME 



So your Game Boy's 
missing. ..again. Who knows 
where you'll find it-on his 
work bench in the garage, 
under his recliner in the den, 
in his briefcase on its way 
home. You've given him his 
chances, but now it's time for 
him to get his own Game 
Boy. He's lucky that it's also 
time for Father's Day. 



It's time to lay down the law. 

(Nintendo) 
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LET’S GET 
DANGEROUS/ 


will, uh, dash to the aid of its weary citizens. That eager ei 
altogether delightful seven 























fie City of St Canard | 


F.O.W.L. OFFENDERS ARE 
RUNNING AMUCK, DUCK! 

A THE NEW BRIDGE 
b CENTER OF THE CITY 
c THE UNDERPASS 
o THE TOWER 
e THE WAREHOUSES 
f THE WOODS 
> F.O.W.L. HEADQUARTERS 


DARKWING’S WONDERFUL TOYS— 









































































DARKWING 

DUCK 


C. SHELL 

E.DUCK DUO 
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NINTENDO POWER 
















. MFIEDWOMiMj/j 


1 mROWRO 

■ From AqENT #415 

Rock The House 

From AqENT #414 

a hallway. Enter this hallway and investigate the wall just to 

youlf re-enttn the Castle as though it had never been 

msm 

left wall. "USE" the keypadfbur times and yoSfi trigger an 
explosion that wiHmake themansion go up in flames. This 


wXof this MitT d ne ° r ' he lef ' 


0FFBOAB 


From AqENT #042 

3 From AqENT #444 

Take It Back 

| UrJacXcouldrainyLT^^^ j 

dotheprobhanhol«. r ^soon as'yodvemadcamistdtethai 
you'd like to erase, jusnnrn off the power to the Game Boy | 

miima 

Pilj| 

Srr:rSr“ J “' .. 

Pby.rt.^ 



























ZONE THREE START 





































































































































the final area 






to fight 






























































































































































FUNPAK 





















































































CHECKERS 





BACKGAMMON 


REVERSI 


!| 1 || 
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NINTENDO POWER AWARDS 'R1 








































NINTENDO POWER AWARDS ’Q1 














r OH NOM. 
PRINCESS 
PANCAKE! i 


LAST MONTH, WE LEFT THE 
PRINCESS TEETERING ON A 
WHILE MARIO ANP LUIGI PO 
HOW TO CROSS A PIRANHA- 
INF ESTEP MOAT TO RESCUE 


FLYING! . 






























THIS MUST BE THE 

KOOPA EXPRESS* 















IT IS THE 
PRINCESS /1 


IwHOOAAA! OP/0A 

' ALk f/v^w/vr£«1C 1 ^70 / 
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MELLOW 


ROTTEN 

KOOPA 

BRATS/ 


SOMEONE 

BETTER/ 
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FLO VP, VOU'P BETTER 
COME THROUGH 
THIS TIME! 














THE LEGEND OF ZELDA: 

A LINK TO THE PAST 


WHERE ARE THE SHOES? 



HOW DO I ENTER SECRET ROOMS? 



70 NINTENDO POWER 






















HOW DO I GET THROUGH ROOM 16-2? 






































FINAL FANTASY LEGEND 


HOW DO I RAISE HUMAN 
CHARACTER ABILITIES? 




STRENGTH 


HAMMER 

AXE 

LONG SWORD 
BATTLE SWORD 
GOLD SWORD 



AGILITY 

WHIP 

SABRE 

SYPHA 

RAPIER 

LASER SWORD 
CATCLAW 



VOLUME 36 73 
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FREE-FALLING 

FUN 
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COMB THE BEACHES 
FOR TRUSTY TOOLS 


IT ADDS UP 
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sum 
















































































































































































































































































































































































































































YOU Come to Nintendo 
” headquarters and be a 

Nintendo Power editor for a day! 


5 lay the latest games, 
hen take aim at 
Rob. Give them your 


In a future issue, Now 
Playing will feature 
Three Guys (or Two Guys and a 
Gal). Your remarks will be printed 









Have a Nintendo Power lunch at Cafe Mario. 


Official Contest Rules, 






































































































































YOUR GUIDE TO THE LATEST RELEASES 


DARKWING DUCK 
MATCHBOX RACERS 
PAPERBOY 2 
ROBOCOP 3 
WACKY RACES 


CAPCOM 

MATCHBOX 

MINDSCAPE 

OCEAN 

ATLUS 


_3.9 3.9 3.9 3.8_ 

IP M 3.3 2.7 2.9 DRIVING 

2P-A 2.8 3.0 2.7 3.0 COMIC ACTION 

IP 3.3 2.9 3.0 2.8 HERO ACTION 

IP 3.31 3.513.313.4 COMIC ACTION 


BATMAN: RETURN OF THE JOKER SUNSOFT IP 3.9 3.4 3.5 3.6 HERO ACTION 

4 IN 1FUNPAK INTERPLAY 2P-A 3.7 3.5 3.3 3.5 BOARD GAMES 

JACK NICKLAUS GOLF TRADEWEST 1P/PASS 2.9 3.1 2.9 3.1 GOLF 

NAIL 'N SCALE DATA EAST 2P-S 2.7 3.2 3.0 3.1 PUZZLE ACTION 

PAPERBOY 2 MINDSCAPE 2P-A 2.5 2.7 2.3 2.2 COMPACTION 

WORK BOY_FABTEK IP N/AN/AN/AN/A ORGANIZER 


_ , 

CONTRAm: THE ALIEN WARS KONAMI 2P-S 4.3 4.4 4.3 3.9 MILITARY ACTION 

JACK NICKLAUS GOLF TRADEWEST 4R-A/PASS 3.3 3.3 3.0 3.0 GOLF 

RAIDEN TRAD ELECTRO BRAIN 2P-S 2.8 3.4 2.7 2.6 MILITARY ACTION 

PGA TOUR GOLF ELECTRONIC ARTS 4P-A 3.3 3.3 3.2 3.4 GOLF 

SUPER ADVENTURE ISLAND HUDSON IP 3.713.6 i 3.8 3.4 COMIC ACTION 

SUPER SOCCER NINTENDO 2P/PASS 3.6 3.6 4.1 3.8 SOCCER 

SUPER SOCCER CHAMP TAITO 2P-S 3.2 3.6 3.3 3.2 SOCCER 


fi'IAr)-,* PLAY INFO 

'iFjJviJi J JiJj J Ga , mes are made to beplayec 


POWER METER 

, ]yed with as many The Pros at Nintendo HQ rate 
as four players. Some also employ a battery 1 each new game. Ratings are 
You can get the most out of our, or password to save game play data. from 1 (poor) to 5 (excellent) in 

game chart by understanding 1p _ one PLAYER four different categories. 

sss =r s «■ 

ZSSSt£££& ^:E°AT U T R £ R P Y LAYERSALTERNAT,NG C = CHALLENGE^ 0 

valuable Power Meter ratings. PASS = PASSWORD _T = THEME AND FUN 




























SUPER MARIO BROS. 3 


THE LEGEND OF ZELDA 5 5 ™ Rlfl BR0S - 2 

- A bn. To ppnfft CWSTALiS 

12 TMNT I: THE ARCADE GAME 

13 MEGS MAN I 

BATTLETO ADS cum batman 

- 15 MONOPOLY 

U TIN TOON ADVENTUR 

17 CASTLEVANIAI w « 

FINAL FANTASY is. mega man i 

19 ZELDA I: theadventure of link 

0 NINJA JAIDEN U 



NINTENDO POWER 













































WHAT ARI 


TION/ADVENTURE GAMES? 





























































PlcujffiPnafjile. 


















A LOOK INTO 
THE GAMES OF 
THE FUTURE 




































J L Lemmings sunsoft 



VOLUME 36 








































► ^Gold Medal Challenge ‘92 capcom 


Track & Field 


KONAMI 


) NBA 2 








































































NEXT ISSUE 



STAR WARS 



























SUPER POWER '92 


M P 7Th 0 ^ 6 MaU TOUr ‘ S °“ ^ r ° a ^ n ° W throu 8 h end of 
Super Scope 6 - Nintendo’s first Super NES^ccessory. Win cool 


LOCATION 

iL 

DATE 

April 24-26 

Dallas “ 

5 iIC 

May 1-3 

Cleveland 

82 £ 

May 8-10 

Los Angeles 
Washington D.C. 

May 15-17 

Cleveland 

sr 

May 22-24 

Baltimore" 
Washington D.C. 

May 29-31 


Pm Alt THE 1 
HOTTEST.HEU(jAMES! 


.. AMD MOPE(jPEATHAMES/// 


| 39; 2 . 4 years; 3 . Super Mario Bros.; 4 . Day s 
£ Dreamin’Davey; 5 . 7 issues; 6 . David Letterman; % 
| 7 . $15-and it’s STILL $15!; 8 . 23 sames; | 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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